Cruise the skies and watch out for danger with the Test Pilot! 
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TestPHot 


OWNER'S MANUAL — Please read before using this equipment. 


[ With your RadioShack Test Pilot, you 
con see what it's like to operate a real 
airplane. You make the aircraft take 
off, fly, and land. If you encounter 
hazards, it's up to you to adjust your 
altitude, speed and flying angle to 
avoid crashes. 

The game automatically turns off if 
you do not press a button for more 
L than three minutes. If you press two 
1 or more buttons at the same time, the 
I game will only detect the first button 
I pressed. 


• Do not mix old and new batteries, 
different types of batteries 
(standard, alkaline, or recharge- 
able), or rechargeable batteries 
of different capacities. 

1. Use a Phillips screwdriver to 
loosen the screw from the bat- 
tery compartment, then remove 
the cover. 

2. Place the batteries in the com- 
partment as indicated by the 
polarity symbols (+ and -) marked 
inside. 


1 IMSTALUNG BATTERIES 

■ Your game requires two AA batteries 
f (not supplied) for power. For the best 
performance and longest life, we rec- 
k ommend RadioShack alkaline batter- 
B ies. 



r Cautions: 

Use only fresh batteries of the 
required size and recommended 
type. 



3. Replace the cover and tighten the 
screw. 

When the display dims, the sound 
weakens, or the game stops operating 
properly, replace the batteries. 

Warning: Dispose of old batteries 
promptly and properly. Do not burn or 
bury them. 

Caution: If you do not plan to use the 
game for several weeks, remove the 
batteries. Batteries can leak chemi- 
cals that can destroy electronic parts. 

TUR/\fl:MGTHE50UMD 
ON AND OFF 

1. Press ON/START/NEW GAME. 

2. Press SOUND to turn the sound on 
or off. •))) appears when the 
sound is on, and disappears when 
the sound is off. 


RadioShack 

www.radioshack.com" 


© 2000 RadioShack Corporation. All Rights Reserved. 
RadioShack and RadioShack.com are trademarks 
used by RadioShack Corporation. 


60-2836.fm Page 2 Tuesday, July 18, 2000 2:26 PM 



A QUICK LOOK AT YOUR GAME 


Altitude Indicator 



playimgthegame 

T dking Off and Flying 

1. Press ON/START/NEW GAME. 

2. Repeatedly press TEST/SELECT to 
select the level (l1— L7). The higher 
the level, the more dangerous situa- 
tions your aircraft encounters. The 


game records your best flying time in 
each level. 

3. Press ON/START/NEW GAME to confirm 
your selection. 

4. Repeatedly press TEST/SELECT to 
select the time of day. flashes to 
show it is daytime. (• flashes to show 
it is night. 
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5. Press ON/START/NEW GAME to Start the 
game. 

6. Press ACC to make the aircraft move 
forward. The speed increases as you 
continue to hold down ACC. The veloc- 
ity meter shows your current speed. 
When your speed reaches 175 km/hr, 
TAKE OFF flashes. 

7. Repeatedly press UP to increase your 
altitude. ANGLE increases to indicate 
your ascending angle. The best angle 
for taking off is 14 degrees. 

Note: You must take off within 2,000 
meters or your aircraft crashes and 
the game ends. 

8. When the aircraft successfully takes 
off, FLYING flashes. Keep your atten- 
tion on the speed and flying altitude, 
and watch out for dangerous situations. 

Hazards 

When you reach a hazard, the alert indica- 
tor f lashes and ^ and the appropriate dan- 
ger icon appear on the display. means 
there is a mountain ahead, flp means there 
is a storm coming, and means there is a 
typhoon. 

1. When a mountain is in the way of your 
aircraft, press TEST/SELECT to check 
the height of the mountain. 

If your aircraft is higher than the 
mountain, you can maintain your current 
altitude and continue to fly. 

If your altitude is lower than the 
mountain, you must calculate the dif- 
ference in altitude between your air- 
craft and the mountain, then press 
LEFT or RIGHT to change the aircraft's 
direction. To avoid crashing into the 
mountain, your turning angle must be 


equal to or greater than the required 
turning angle. 


Distance to 
Mountain (km) 

Required Turning Angle 
(degrees) 

0.5 

30 

1.0 

60 

1.5 

90 

2.0 

120 

2.5 

150 

3.0 

180 (opposite direction) 


2. When a typhoon is coming, press TEST/ 
SELECT to check the grade of turbu- 
lence in the air. Press LEFT or RIGHT to 
change the aircraft's angle to prevent 
collision. The higher the grade, the 
greater the turning angle you need. 


Grade 

Turning Angle (degrees) 

1 

30 

2 

60 

3 

90 

4 

120 

5 

150 

6 

180 (opposite direction) 

7 and higher 

Crash 


3. When a storm is coming, press TEST/ 
SELECT to check the storm's strength. 
RADIUS and the radius value appear. 
Press LEFT or RIGHT to change the air- 
craft's angle. The higher the radius 
value, the higher the turning angle you 
need. 


Radius Value 

Turning Angle (degrees) 

200 m 

30 

300 m 

60 

450 m 

90 

700 m 

120 

1150 m 

150 



3 
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Radius Value 

Turning Angle (degrees) 

1500m 

180 (opposite direction) 

2150m 

Crash 

2650m 

Crash 


Landing 

When your aircraft is about 3,900 meters 
away from the airport, you can start to 
land. When the distance to the airport is 
less than 1,000 meters and your altitude is 
less than 1,000 meters, the airport build- 
ings and runway appear. 

When FLYING disappears and landing 
flashes, you can start to land your aircraft. 

1. Repeatedly press DEC to slow down and 
repeatedly press DOWN until you reach 
a descending angle of 14 degrees or 
less. 

2. When the altimeter shows 0, your air- 
craft lands and the game shakes. 

Note: Your aircraft crashes if the 
landing angle is greater than 3 degrees. 

3. Check the distance left to travel. If 
the distance is negative, it means your 
aircraft has passed its destination. 
Repeatedly press LEFT or RIGHT to turn 
the aircraft and try to stop at the zero 
point. 

Note: Your aircraft crashes if the dis- 
tance shows -1,000m. 

Winning the Game 

If you successfully reach your destination, 
and the distance left to travel is zero, win 
appears. If your aircraft stops at a dis- 
tance other than zero, game OVER appears 
and the game shakes. 

The game also ends if your aircraft encoun- 
ters any of the following situations: 


• You cannot take off within 2,000 
meters. 

• The ascending or descending angle is 
higher than 14 degrees and the alert 
indicator flashes for more than 15 sec- 
onds. 

• Your aircraft's speed drops to zero 
while flying or landing. 

• Your aircraft crashes when facing high 
pressure in a hazardous situation. 

• Your aircraft runs out of fuel. When 
OIL (M®) f lashes, you have about 1 
minute to reach your destination. 

resetting the game 

If the game stops operating properly, use a 
pointed object to press RESET. This cancels 
the current game. 


Limited Ninety-Day Warranty 

This product is warranted by RadloShack against manufacturing defects in material 
and workmanship under normal use for ninety (90) days from the date of purchase 
from RadloShack company-owned stores and authorized RadioShack franchisees 
and dealers. EXCEPT AS PROVIDED HEREIN, RadioShack MAKES NO EX- 
PRESS WARRANTIES AND ANY IMPLIED WARRANTIES, INCLUDING THOSE 
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE 
LIMITED IN DURATION TO THE DURATION OF THE WRITTEN LIMITED WAR- 
RANTIES CONTAINED HEREIN. EXCEPT AS PROVIDED HEREIN, RadloShack 
SHALL HAVE NO LIABILITY OR RESPONSIBILITY TO CUSTOMER OR ANY 
OTHER PERSON OR ENTITY WITH RESPECT TO ANY LIABILITY, LOSS OR 
DAMAGE CAUSED DIRECTLY OR INDIRECTLY BY USE OR PERFORMANCE 
OF THE PRODUCT OR ARISING OUT OF ANY BREACH OF THIS WARRANTY, 
INCLUDING, BUT NOT LIMITED TO, ANY DAMAGES RESULTING FROM IN- 
CONVENIENCE, LOSS OF TIME, DATA, PROPERTY, REVENUE, OR PROFIT OR 
ANY INDIRECT, SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES, 
EVEN IF RadloShack HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH 
DAMAGES. 

Some states do not allow limitations on how long an implied warranty lasts or the 
exclusion or limitation of incidental or consequential damages, so the above limita- 
tions or exclusions may not apply to you. 

In the event of a product defect during the warranty period, take the product and the 
RadioShack sales receipt as proof of purchase date to any RadloShack store. 
RadioShack will, at its option, unless otherwise provided by law: (a) correct the de- 
fect by product repair without charge for parts and labor; (b) replace the product with 
one of the same or similar design; or (c) refund the purchase price. All replaced 
parts and products, and products on which a refund Is made, become the property 
of RadioShack. New or reconditioned parts and products may be used in the perfor- 
mance of warranty service. Repaired or replaced parts and products are warranted 
for the remainder of the original warranty period. You will be charged for repair or re- 
placement of the product made after the expiration of the warranty period. 

This warranty does not cover: (a) damage or failure caused by or attributable to acts 
of God, abuse, accident, misuse, improper or abnormal usage, failure to follow In- 
structions, improper installation or maintenance, alteration, lightning or other inci- 
dence of excess voltage or current; (b) any repairs other than those provided by a 
RadioShack Authorized Service Facility; (c) consumables such as fuses or batter- 
ies; (d) cosmetic damage; (e) transportation, shipping or insurance costs; or (f) 
costs of product removal. Installation, set-up service adjustment or reinstallation. 
This warranty gives you specific legal rights, and you may also have other rights 
which vary from state to state. 

RadioShack Customer Relations, 200 Taylor Street, 6th Floor, Fort Worth, TX 76102 

\Ne Service What We Sell 12/99 


07A00 

60-2836 


Printed in Hong Kong 





